As we enter in a new era of Big Data, the volume of data raises new challenges in Business Intelligence (BI). Currently, to make a proper decision, users must interact with complex massive data through sophisticated BI software. In addition, the rise of technology and fierce marketing competition increasingly requires taking into account the user's subjective part of the needs, including emotion. Although this study focuses on BI tools, we take the general view of the context of use, and we aim to qualify interaction. Our objective is to study the various factors that may make emerging emotions in the scope of interactive tasks, and to improve their consideration in the design of users centred interactive information systems.
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Based on the cognitive theory of emotions [1] and C.Lenay et al.'s sensori-motor coupling [2] , we consider that emotions emerge from the appraisal of the dynamic user interaction and the perception of the system through this interaction. This appraisal is influenced by the dynamic context, such as user's expectation, goals and needs, knowledge and experience, etc. We focus on the design of interactive applications, which provides users emotional experience.
From this perspective, we first studied the design principles behind interface and interaction design. Then we developed a test to evaluate the user interface and interaction semantically referring to the sensory evaluation proposed by Lefebvre et al. in [3] . The test was carried out with 8 expert designers on a sample of 4 kinds of interactive tools covering different types of interaction. The objective was to extract the elements, which can characterize the interaction of applications from a design professional perspective.
We defined a scenario that the experts should follow to express their feeling about the extent to which the 4 interactive tools meet interactive tasks requirements. From this, we collected 149 words, which were freely proposed by the expert designers, and classified them into 24 categories. Then, we analysed these categories to exhibit the characteristics that were the most frequently used and shared by the expert designers to evaluate the interaction qualities of the applications. In addition, we picked out the emotional words used by the experts and then divided them into different causes -expectation, interaction and impact. This gave us insights to define a questionnaire scope for future experiments and classes of criteria that can be used to design an application from through which the user will engage and feel emotions.
A further study will be to propose a vocabulary of evaluation of the design and to conduct an experimentation to measure positive experience that we will transform into a model for the design interactive BI applications.
